











Abstract:	 Since	 its	 inception	 the	 term	 ‘design	 fiction’	 has	 generated	 considerable	
interest	 as	 a	 future-focused	 method	 of	 research	 through	 design	 whose	 aim	 is	 to	
suspend	 disbelief	 about	 change	 by	 depicting	 prototypes	 inside	 diegeses,	 or	 ‘story	
worlds’.	 Plausibility	 is	 one	 of	 the	 key	 qualities	 often	 associated	with	 suspension	 of	
disbelief,	 a	 quality	 encoded	 within	 the	 artefacts	 created	 as	 design	 fictions.	 In	 this	
paper	we	 consider	whether	 by	 crafting	 this	 plausibility,	works	 of	 design	 fiction	 are	
inherently,	 or	 can	 become,	 deceptive.	 The	 notion	 of	 deception	 is	 potentially	
problematic	for	academic	researchers	who	are	bound	by	the	research	code	of	ethics	
at	their	particular	 institution	and	thus	it	 is	 important	to	understand	how	plausibility	
and	 deception	 interact	 so	 as	 to	 understand	 any	 problems	 associated	 with	 using	
design	 fiction	as	a	 research	method.	We	consider	 the	plausibility	of	design	 fictions,	
looking	 at	 examples	 that	 are	 (1)	 obviously	 design	 fiction,	 (2)	 identified	 as	 design	
fiction,	and	(3)	whose	status	is	either	ambiguous	or	concealed.	We	then	explore	the	
challenges	 involved	 in	 crafting	 plausibility	 by	 describing	 our	 experience	 of	 world-
building	for	a	design	fiction	that	explores	the	notion	of	empathic	communications	in	
a	digital	world.	Our	conclusions	indicate	that	the	form	a	design	fiction	takes,	and	pre-
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